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BLENDER NOTES: 


> You can cycle through selection tool types by pressing "W". 


> You can rename objects by using its hotkey "F2". 


> Images (Textures, Renders, Etc...) aren't saved automatically when you close blender (although 
Blender should warn you when you try), so always remember to save them before closing. 


> The hotkeys in Blender are consistent overall, meaning that most of the keys in each editor and elsewhere are pretty much the same. 


> While using the Image Editor, it is VERY important to save as Blender only saves the images for that specific session, meanin g if you quit without saving the image, you won't be able to 
retrieve it later. Luckily, it will warn you before you quit that you have not saved the image yet. 


> To create a Collection, select your objects, and then press "M" (for move) and then "New Collection". 


> Numpad 0, and tilde key (which opens a pie menu) 
lets you snap the view to the scene cameras view. 


> Hold "Space" to get a list of Tools that you can select from. It is the same as the different tools found on the left side of the viewport. 


> One way of deleting unwanted Data-Blocks such as brushes is by disabling the "Fake User" button near where you select it, "Unlinking" it (setting the number of users to "0"), and then going to "File -> Cleanup -> Unused Data-Blocks. 


> You can use the settings in the "Show Overlays" header menu (in 3D viewport) to enable an objects origin point. 


> Your Views "Clipping Distance" (found in the "View" tab of the Viewports Sidebar) can be changed to prevent objects from disa ppearing when it gets too close. 


> Specular Lighting (found in the Viewport Shading options) will slightly decrease the saturation of your model. 


> While in the Viewport Shaders "Solid Object Mode" you can allow textures to appear by choosing "Texture" in the shaders "Colo r" options., 


> If an object seems unselectable, make sure that you have "Selectable" turned on in the "Viewport Display" area of your "Objec t Properties" panel. 


> You can align your view to any type of selection (object, face, vertex, etc...) by holding "Shift" and then pressing "Numpad -7". 


> The "Active Tool and Workspace settings" panel can be found in both the viewport area, as well as the properties area. 


0-All Blender Notes (Organized) Page 1 


0-All Blender Notes (Organized) Page 2 


0-All Blender Notes (Organized) Page 3 


0-All Blender Notes (Organized) Page 4 


will | i 


0-All Blender Notes (Organized) Page 5 


0-All Blender Notes (Organized) Page 6 


SCULPTING: 


> 


If you are doing highly detailed sculpting, then you're going to end up with problems in your UV because you need more geomet ry in order to add more detail, and the 
reason it ends up with problems is due to how that geometry is added. However there is a solution to this called "Baking Norm als", which allows you to superimpose 
your highly detailed model/mesh onto a copy of your original UV perfected model and mesh, so before you start sculpting be su re to make a copy of your original 
mesh, and move it to a new Layer/Collection. To do this, duplicate the model and deselect it so that it stays in its original position, move it to a new Collection by 
pressing "M" and then click "New Collection", lastly name it and press enter. Tip: If you rename (F2) your Collection to M -name, moving an object to that 

Collection becomes super easy. All you need to do is double -tap the M key after duplicating (if you want to move it to a different Collection, just press M, 

and then press the key corresponding to the first letter of the chosen Collection). Lastly, apply your Subsurf modifier if yo u have it. 


As said before, sculpting changes the geometry of the mesh with more geometry letting you add more detail, and vice versa. Du ring sculpting you really don't 
want to have to worry about the details you can and cannot add, so Blender comes with a tool called "Dyntopo (Dynamic Topolog y)" which when enabled 
will dynamically and automatically retopologize the mesh by adding and/or destroying Triangular faces as you are sculpting. I n the brush tools properties, 
you can select how Dyntopo goes about changing the details depending on which option you use, which is either "Relative Detai I" or "Constant Detail". 

With Relative Detail, the amount of details/triangles added depends on both the value set for "Detail S" (the lower the value the more detail/triangles 

‘are added when using the brush), and on the positioning of the camera (the closer you are to the area being sculpted on the m odel/mesh, the more 

detail that can added). On the other hand with Constant Detail, the cameras position isn't factored in at all. 


- Note that enabling Dyntopo will destroy your UV 
map, as said in the warning when you enable it. 


- It's a good idea to use Constant Detail when starting out, as using Relative Detail can lead to a dramatic increase in Tris ( Triangles) if 
you don't know what you're doing just yet, thus slowing down the viewport. Again, what constant detail does is it has a perce ntage 
parameter which decides how much detail is added, regardless of zoom -level. It's also makes it easier if you're modeling high -poly, 
since you can do block-out with relatively low detail, and then raise the percentage to add more detail. 


a ZBrush has the same feature. 


z Don't forget to enable Smooth Shading in the Dyntopo 
tools properties to smooth everything out. 


While sculpting (and with most other workflows really), you should always be thinking about the purpose of the action you are trying to perform, 
and if it makes sense for it to be there, which is why certain aspects like uniformity should only appear when/where it makes sense 


If you're getting ribbed areas when trying to sculpt on something like a cylinder, try giving it a bit more detail in those a reas before smoothing it, you should be able 
to add detail now without getting the ribbed areas after that. The reason for this issue is because with Dyntopo the actual s hape isn't very smooth, but appears 

so because of Smooth Shading. When Dyntopo creates new topography, it follows the original shape, and assumes those areas are separate flat planes. This 

means that the new vertex normals for the vertices aren't smoothed around, (they point straight away from the flat plane) whi ch leads to the blocky look. 


Avoid sculpting near areas you are finished with when Dyntopo 
is on, as it will add more Tris, thus distorting the area. 


When you want to add detail to small areas, try adding a texture to your sculpt brush by first creating one in the "Texture" tool found in Brush 
Settings, before going to the Texture Properties Panel, selecting the new texture, and then changing its type to whichever on e you desire. 


- If you want to make it more random and less uniform, set the "Brush Mapping" to "Random", which 


can be done by going to the bar at the top to the right of radius and strength, clicking on the texture 
dropdown, and then changing the mapping to random. 
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- The color of it can be changed by enabling the Color Ramp in the Texture Properties Panel, and if you 
want to change its size (without having to change the size of the brush) just change the Size value in 
the settings for the textures type. 


> Sculpting is in many cases highly beneficial, and even necessary in others. 


> When sculpting, it is best to apply the modifiers you want to the selected object beforehand, as your modifiers won't be pres ent when sculpting. 


> There are many tools in sculpting mode, and the most basic one is the "Draw tool". The Draw tool is a brush that depending on where the 
user is looking, acts as a sort of "push-pull" tool. When using the tool, the primary function is the "Pull", however when pressing "Ctrl" 
it does the opposite, it "pushes" the surface of the mesh further into the mesh itself. 


> One of the most commonly used tools in sculpting mode is the "Grab" tool. Similarly to "Grab" in the other modes, you use its hotkey "G". 


> You can change the radius (aka size) of the grab tool by pressing the hotkey "F". Pressing the hotkey "Shift -F" will change the tools strength. 


> The difference between using sculpting to grab parts of the mesh, vs using the edit mode to grab the vertices of the mesh, re ally comes down ease 
of use and what you are actually trying to do. Depending on the situation, one mode might be able to get the job done better and more efficiently. 


> "Smooth" is also another commonly used tool, which is used to smooth out detail. The tool can be used temporarily with any ot her tool 
by holding down the "Shift" button. To change the smooths tools properties however, you need to have the tool actually select ed. 


> Yet another commonly used tool (and good for modeling characters) is the "Inflate" tool (hotkey is "I"). The Inflate tool "in flates" (builds upon) the 
area of the mesh that the user is using. To use it while not moving the mouse, the "Airbrush" setting must be turned on, and can be found under 
the "Stroke Method" tab in the Active tools panel. 


> The "Space" stroke method for the inflate tool means that the inflate tool is activated 
when you draw out far enough that the tool thinks there is another dot there. 


> A stylus is highly recommended when sculpting, as its pen pressure abilities allow for much 
finer control over the sculpting process, and is especially useful when modeling characters. 


> Avoid smoothing too much, because doing so could end up smoothing out all the detail. 


> Sculping mode and Edit mode each have their pro's and con's. Sculpting mode is more fluid and organic, and isin a sense more "creative", 
as you don't have to worry about manipulating vertices. However in sculpt mode you are unable to use the "Snap to faces" tool /setting, 
something that can be important when manipulating a mesh with volume. In the end, it is best to use whichever one when the 
situation calls for it. 


> While in Sculpt Mode with "Dyntopo" turned on, if you have the Detailing method set to "Relative Detail", then the brush radi us will change as you zoom in and out so that it is locked to your screen. 
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> Yet another thing you can do with the Compositor is add a node from the "Distort" node list called "Lens Distortion" in -between the Color Balance node and the 
Composite/Viewer nodes, and then change the "Dispersion" value (aka Chromatic Aberration) to something you like. What Dispers ion does is it distorts the 
colors in the edges of the subject(s), which can provide a pretty cool effect. Having said that, it's often overused (often w ith a high value), so try not to use 
it too often, and make sure it's a low amount when you do. 


> One of the values you can change in the Lens Distortion node is the "Distort" value. The Distort value is meant to emulate wh at all cameras in the real world have, 
which is Barrel Distortion. Barrel Distortion (and thus the Distort value) means that the edges of the frame become bent slig htly. This effect can be seen in 
Fisheye lenses where the Barrel Distortion is exaggerated on purpose. When it comes to the Compositor however, you'Il probabl y notice that as the edges 
bend, a black background starts to appear outside of them. To fix this, simply select the bot that says "Fit" inside of the L ens Distortion node. Now the 
black areas should disappear. 


> After selecting a "Reroute Node", you can remove it without removing the actual connection points by holding/pressing "Ctrl -Delete". 


> Before unlinking a texture from an object, you first need to unlink it from the "Image Texture" node in the Shaders workspace . 


> Don't forget to set the Input Attribute for the Geometry Nodes modifier to the Vertex Group your using for the Density and We ighted Paint. 


> While in Weight Paint mode, you can turn off the outline of the vertex group by going to Viewport Overlays settings in the 3D -Viewports header and then disabling "Outline Selected" under "Objects". 


> In order to choose an attribute in your Geometry Nodes modifier, you need the field to be empty, and you also need to click" inside" the field in order to see it. 


> If you have "Front Faces Only" turned on, and your brush is painting the other side of a face/mesh while in Weight Paint mode , then the normals of your mesh 
may be facing the wrong direction. 


> If you get lost in the node editor, press "Ctrl - F" to bring the node search bar up. Now just click on a node and it'll bring you back to it. 
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